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Archival Note 


INTRODUCTION 


One evening in a fit of insanity brought on by the flu, cold 
medication, and insomnia I had a brilliant idea. “I should check out all of 
my old Earthdawn links and see if they still work, and maybe if there are 
new links I’ll add them to my list” I suppose that alone would have been a 
reasonable idea. But somewhere about 3 am and a bottle of Nyqil later I 
thought, very clearly I might add, “Wow I should make cards for all the 
spells that I come across.” What you have on your screen is the results of 
that fevered thought. 


The Earthdawn Spell Cards by Maskhim can be found on the 
Earthdawn Blog. They are “fill them yourself” little forms to keep track of 
spells, a really nifty idea. I used them to standardize the myriad of spells I 
came across. Ok not them specifically but I based the resulting cards on 
them. I had to try to keep the file size down. 


This book is for only one magician branch. That is because it made 
sense to me and it allowed for a fairly reasonable file size. Every spell in 
this collection is available for free on line as of the date of this release. If 
you so desired, you too could spend the hours combing the web and 
transcribing the spells in your own file. Or you can use this one. There are 
advantages to both. a" < 

¢:. a a 

Every spell has a link to the site is originates from located at the 
bottom of the card. Go to the sites of the spells you like. Tell the creators 
that you like the spells. Players that share what they produce inspire other 
players and they like to hear if they have had an impact. Hopefully, next 
year there will be more new spells and a reason to produce a new internet 
archive. 


If you have a spell and want to include it in the next archive, or you 
know of a spell on line that did not make it in to this one, feel free to let me 
know about it. 


I am not much of a translator so there are no spells from the non- 
English speaking community in this archive. Perhaps I can rectify that at a 
later date. 


All the spells are in Order of Circle and then alphabetically within 
the circle for easy browsing. Enjoy this resource. 
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SPELL DESCRIPTION 


This spell is specifically designed only to paralyze an opponent for a short time, not to damage or otherwise endanger the 
opponent. It only works on 1 target at a time and lasts only for 1 round after the spell is cast. 
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The Blade Summon spell manifest a 5-foot long shimmering blue shaft of astral energy from the wizard's outstretched hands. The 
component for this spell is the hilt of a crystal sword which the wizard must attach a thread to prior to casting the spell. A Spellcasting 
Test is required to summon the energy to power the blade. If the test succeeds, the wizard must physically wield the weapon in 
combat. Once the wizard loses his grip upon the hilt of the blade it will vanish and must be recast. The "sword", however, has no true 
material existence and does not conduct shock back to its wielder, thus it grants the wizard a 1-Step bonus toward Initiative Tests. It 
is neither an edged nor blunt weapon and affects creatures normally immune to either. 

The wizard rolls the Effect Dice which becomes the damage inflicted with each strike of the blade. The crystal hilt must be 
constructed of crystal worth at least 500 silver pieces. 


SPELL DESCRIPTION 
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SPELL DESCRIPTION 


Mystic Shield can be used to block magical attacks, being a barrier of pure protective energy. It is colored as the mage desires 
(usually the mage's favorite color), and can be maneuvered to block any portion of the mage's body. While weaving the spell, the 
wizard moves his hand in small circles while astral energy emanates from his palm. If the Spellcasting Test is successful, the Effect 
step is used as a damage shield. The shield can absorb up to that number of magical damage before the astral energy becomes 
brittle and shatters. Any points above the shield's blocking potential are converted into damage to the wizard upon the shield's 
destruction. Area effect spells cannot be blocked unless the wizard is at the exact center (and assuming there is a targeted center 
point) of the spell's area, in which case it is treated as a normal spell. 

The Mystic Shield will not block physical attacks at all. A magical bolt of force, although it has a physical manifestation, is magical 
energy, and would be blocked. An arrow enchanted with the Flame Arrow talent would not be blocked. 
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This spell is used to annoy, curse, or confound intelligent beings. Its key requirement is essential to the functioning of the spell and requires explanation. To prepare the 
Grammar Bolt, the wizard must inscribe one or more sheets of parchment with a set of "rules" which would alter or add onto normal grammar or speech patterns. For 
example, one could reverse the forms for plural and singular, could make "blah" the only possible preposition, or specify that every sentence begin with three separate 
animal sounds. These rules can be as oddball or difficult as possible, but cannot restrict speech altogether or require other modes (nonverbal) communication. 

Once these rules have been set down, the component is ready. The wizard must read the "rules" while making a Spellcasting Test. A successful test will cause an 
invisible and silent bolt of magic to strike the intended target, who must be capable of speaking a relatively common language. The caster need not know the language 
or languages spoken by his target. 

The Effect dice are rolled and the result becomes the difficulty number for the target's Willpower Test to overcome the spell. The target struck by the bolt may make a 
Willpower Test once each day. If the test fails they are forced to speak according to whatever odd rules the wizard has specified for the duration. This effect extends to 
all languages known by the target and also affects what the target writes. It will not affect sign language, mindspeak, or other nonverbal and unwritten forms of 
communication. 


SPELL DESCRIPTION 
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Instant Offensiveness spell causes the subject's speech to immediately become offensive and foul to all who can understand the language the 
subject is using. It will only affect a single intelligent being it is cast upon. By intelligent being, any creature with a rudimentary form of spoken 
language. This includes ogres, t'salinas, dragons, horrors, etc. 

If the Spellcasting Test succeeds, the wizard makes an immediate Effect Test and records the result; this number becomes the Difficulty Number 
for the subject's Willpower Test to overcome the Instant Offensiveness spell. The subject, however, only hears what he thinks he is saying, and 
may become extremely curious as to why everybody is mad at him. Each person within hearing range of the victim must make a Willpower Test 
against the Effect Test result to withstand the rantings of the subject. If this test is failed, the words of the subject become so offensive that, in fact, 
they will consume those hearing and comprehending the subject's words with a mindless desire to bash the victim's head in. The wizard is the only 
one able to hear what is actually spoken by the victim, and is thereby immune to the taunt effect. 


SPELL DESCRIPTION 
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A Wizard may use this spell to create a Melee Weapon out of the power of his mind alone. It can not be disarmed or dropped. It 
does require a minor amount of concentration, so casting another spell is not possible while using it. It can be dismissed at any 
time by stopping concentration. It does Mystic Damage and requires a Melee Weapons roll to hit. The appearance of a Mind 
Sword varies from Wizard to Wizard, reflecting the mind and mood empowering it. 


SPELL DESCRIPTION 
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The wizard hums or whistles a tune for several seconds while tap out the beat upon the subject before casting the Mystical Fanfare spell. When Mystical Fanfare is cast upon a target, the spell 
seems to have no immediate effect. When a simple condition is met (not to include the words "and or “or"), a fanfare of no more than 40 beats is suddenly heard emanating from the subject. This 
fanfare can be as simple as a single trumpet blast, or as complex as an orchestral arrangement. The spell then "resets", and the next time the condition is met, the music will play, resetting to the 
duration of the spell. 

The condition must be a simple one, and when the condition is met, the fanfare plays. The condition must be a simple "true or false" condition, and must deal with the target, such as “passes 
through door’, "falls down", or "draws weapon". Subjective conditions, such as "when a good blow has been given", won't work since the spell cannot determine the relative value. 

This spell may be layered, but the conditions must all be different, reusing a condition dispels the previous casting. Other magic may not be used as a trigger, so this spell cannot be triggered 
directly by a spell (i.e. "hit with fireball" won't work, but "catches fire" will). 

If the wizard wishes to have a more complex fanfare then sheet music is required. The mage does not need to be able to read or understand the music, just be able to hum or whistle the tune. One 
instrument per Spelicasting rank can be assigned to play in the fanfare. If the Spellcasting Test succeeds, the fanfare will play according to the given triggering condition. The subject may lower 
their Spell Defense to allow the mage to cast Mystical Fanfare. 

If the target is unwilling, then they may attempt a Willpower Test against the result of the Effect Test. They may only attempt this test when the Mystical Fanfare is triggered. If the test is successful, 
the fanfare sounds once around the wizard, and the magic dissipates. Once cast, the sound will definitely be heard by those within hearing range. 


SPELL DESCRIPTION 
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SPELL DESCRIPTION 


After weaving the thread to this spell, the caster makes a sudden motion as if catching something in his/her hand and then touches 
the recipient of the spell. The caster makes a Spellcasting Test against the Target's Spell Defense. If the Spellcasting Test is 
successful, the target then adds +3 steps to their Initiative Step for a number of rounds equal to the caster’s Rank in Spellcasting plus 
three. This bonus may be stacked with other bonuses gained from other spells or talents except for this spell; a target may only have 
one Reflex Boost active on him/her at a time 
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Eldritch Blast is essentially an area effect version of the spell Mind Dagger. The caster whips his arm forward as if 
throwing a heavy projectile. The caster then makes a spellcasting test versus the highest spell defense of any of the 
targets within the area of effect (a thirty foot diameter hemisphere), with one point added to the difficulty number for every 
additional target beyond the first. If successful the caster then rolls the effect dice for damage. As this is purely mystical 
damage, only mystic armor protects from it. Physical armor provides no protection. 


SPELL DESCRIPTION 
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Haywire Hands cause multiple twisting strands of thin wire to project from the wizard's hands. Each strand consists around ten wires, all corded 
together. Up to ten strands can be conjured, one strand per circle of the wizard, and each can be directed at individual targets within range and all 
within an arc of 60 degrees in front of the wizard. The wizard makes a Spellcasting Test against the highest Spell Defense among his targets. If the 
test is succeccful, a strand will fan out upon striking a target, whipping and twisting around any solid objects to entangle the victim. Multiple strands 
can be targeted on the same victim as well. The wizard then rolls the Effect dice with the result becoming the difficulty number for breaking free of 
the strands. A target may try and break free with a Strength Test or Dexterity Test, player's option, for each strand entangled. If the target manages 
to succeed, they leap free or break the strands remaining unhindered. Otherwise, the target remains horrendously tangled in the strands. To 
escape multiple strands is a bit more difficulty, for each strand beyond one Haywire Hands incurs a penalty of 1 step to for targets to free 
themselves. 

The strands can be cut with difficulty, each strand requires 2d4 rounds in order to be sawn through. The wire lasts until cut or the duration lapses. 
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This spell raises or lowers the Target's or object's weight, by an amount in pounds equal to the wizard's Effect Test (down to 
minimum of 1 pound). 
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SPELL DESCRIPTION 
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This spell allows the Wizard to see into Astral as described in the Astral Sense spell. It is Improved in the sense that all targets 
that the Wizard beats the Spell Defense of appear immediately in his vision, rather than one per round. 
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Missile Tempest creates a powerfully enchanted bolt with an extreme range. This bolt, however, can split into two or more missiles 
striking single or multiple targets (with a minimum of one point of damage per missile). The wizard makes a Spellcasting Test against 
the Spell Defense of the target. If the wizard wishes to strike more than one target, she must test against the target with the highest 
Spell Defense, adding 1 for each additional target. Once the wizard successfully cast the spell she unleashes the bolt by merely 
pointing and then clenching her fist. The missile then flashes outward, dividing into smaller missiles if so directed, and unerringly hits 
all visible targets in a 90° arc before the wizard. The wizard may opt to strike as many targets, with a single casting, as she has 
circles in her discipline. 

NOTE: The bolts create by Missile Tempest are considered a "piercing weapon" for damage purposes. 


SPELL DESCRIPTION 


EARTADAWN = SPELLCARDS 


http://www. reocities.com/TimesSquare/Ring/5472/magic/dreamoore.html#drm3, PAGE REFERENCE 


Earthdawn is a Regutered Trademark cf FASA Corporation. Origins! Earthaawn mater! © 1953-2000 by FASA Corporation, Redlinck Lim@ed Used yalthout permmsion Any use of COpprighted maternal or tacemarks in the tiie should 
Hot be viewed as a to those or badeenachs. 


DISCIPLINE Wizard SPELL CIRCLE ELEMENTAL AFFINITY 
SPELL NAME (#) 


Mystic Bolt (6) @) 
WEAVING a 
CASTING | \ Target's Spell Defense (v) (ts) 
THREADS my 

4 \2 40) puratien |&2 Instant key rear errtct ©) 

1S ~ ReaTTUNING 

B a Banani @iiusien O 

wovtn O50 RANGE = |= ards 


setisinns DISBELtt 
ErrecT O O 


Willforce 


The Mystic Bolt conjures a bolt of pure magical energy, which leaps from the caster's outstretched hand to strike its intended target. It is of any hue that the wizard 
desires (normally the wizard's favorite color). It is impossible to damage inanimate matter with this spell, as it can affect only two groups: living beings and magical 
effects. 

The wizard must successfully roll a Spellcasting Test against the target's Spell Defense. Once the target is struck damage is inflicted as normal. It does not leave a 
physical wound as it directly attacks the target's pattern. In this regard, it ignores armor and shields. Mysic Armor will help prevent some of the damage. 

Since the Mystic Bolt targets the pattern of its victims it becomes extremely accurate with filtering the astral energies through a matrix. Once the spell has been 
cast raw any living beings are automatically struck by the spell. There is no need for a Spellcasting Test. This is due to the nature of the energy that comprises the 
bolt. No matter the how strong the mage's willforce is the Mystic Bolt will only do up to a maximum of 30 pionts of damage. 

Magical effects, including conjured matter, magical shields, constructs, and other magical effects with a physical existence, can be targeted. Magical shielding 
spells will be reduced by damage and/or duration depending on the effect of the shield. 

NOTE: Effects of a Mystic Bolt on protective spells and magical armor are left to the judgement of the GM. 
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SPELL DESCRIPTION 


The Rapid Intoxication causes one namegiver to become rapidly drunk no matter his drinking constitution. While weaving 
the threads for this spell the wizard gives the subject a friendly pat on the back, and a cheery "Drink up!" A Spellcasting 
Test is made then against the subject's Spell Defense. If the spell succeeds then the subject will become rapidly drunk no 
matter what the strength of the alcohol they are drinking. The subject is not aware of the spell's existence on their person 
and may be puzzled by their lack of tolerance. 
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SPELL DESCRIPTION 


The Tavern Locator spell is used by a mage who has a companion who is looking for a good place to have a blast and get 
blasted. It seeks out all establishments within range and instantly gives the wizard a mental impression of the best place, 
with regards to its location, name, and general appearance. If the Spellcasting Test is successful, it determines which is 
the best location by considering the following factors, in descending order of importance: Strength and quality of drinks 
served, Wildness factor, Size of bar and Inexpensiveness. If there is no such location at all within spell range, the wizard 
must make a Willpower (12) Test or fall into a coma for 1d4 rounds, emerging from it weeping yet unharmed. 
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The Viper Javelin enables a wizard weave astral energy into a solid 2-foot shaft that she can launch at extremely high 
velocity. This bolt always travels in a straight line trajectory, its blinding speed making it near-invisible. The wizard makes a 
Spellcasting Test against the target's Spell Defense. If the test succeeds, the caster makes an Effect Test to determine 
damage. Physical Armor does protect against this damage. 
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SPELL DESCRIPTION 


This spell reduces the target's dexterity step and Physical Defence temporarily by 4 steps. If their dex is reduced to zero or 
less, then they cannot walk. All abilities based on dex are reduced also. 
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SPELL DESCRIPTION 


Conflagration of the Bowels causes the target's intestinal tract to become heated by agitated astral energy. The wizard makes crude 
gaseous noises while weaving the threads to this spell. Once completed a Spellcasting Test against the Spell Defense of the target is 
required. If successful, the target suffers damage equal to the result of the Effect Test. In addition, the intended victim must make a 
Toughness (8) Test with a failure resulting in the target becoming racked with intense pain and falls to the ground clutching their 
stomach for the spell's duration. The victim of the spell is unable to function in any coherent manner during this time. Observers may 
notice a stench and see wisps of smoke emerging from the victim's rear orifice. After the effects of Conflagration of Bowels expires, 
the victim may begin functioning coherently again, however, the pain does not completely subside for 24 hours (only role-playing 
effects). Mystic Armor protects against this damage. 

NOTE: Conflagration of the Bowels may only be cast on a target once within a 24-hour period. 
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SPELL DESCRIPTION 


When casted on a charater, he will forget a special thing that had happend in the last 24 hours. The wizard must however 
know what exactly he wants the subject of this spell to forget. 


EARTAHDAWN >= =SPELLCARDS 


http://earthdawn.dragonpaw.org/nexus/wizard_spells.html#Forget PAGE REFERENCE 


Earthdawn is a Regmtered Trademark of FASA Corporation. Original Eacthazwn maternal © 1933-2000 by FASA Corporation, RedBinck Limited Used withovt pemnmson Any use of Copprighted materal or trademarks in the tie whould 
ot be viewed a6 3. to tose or badeenachs 


EARTADAWN = = SPELLCARDS 


ELEMENTAL ATTINITY 


DISCIPLINE Wizard SPELL CIRCLE 


SPELL NAME a) (#) 
Inertia Sema ) (6) (@) 
WEAVING 
CASTING Target's Spell Defense | Spell Defense (“) (#) 
THREADS & 
40) puratien | Rank in Minutes key rear erect ©) 
REATTUNING 
B a Bona @iiusien O 
wey OOO° RA ards ian cecal 
ttrtct O 


Willforce 


The Inertia spell allows the wizard to freeze a creature or object in place, regardless of orientation. Creatures flying through the air would be frozen in place (remaining 
in mid-air), immovable until the duration expires. The wizard is free to cast this spell upon himself so, he may lower his Spell Defense accordingly. 

While weaving the threads the wizard must point at the creature or object and command it to "STOP!" With a successful Spellcasting Test against the target's Spell 
Defense (a 7 usually for inanimate objects), the target is made motionless, immovable, unless a dispel magic, another such spell is cast, or the wizard commands it to 
“GO!" The Effect Dice are rolled and multiplied by 10. The result becomes the amount of weight that the wizard can affect with Inertia. If the target weighs more than 
this amount it continues to move unaffected by the spell. 

Upon commanding it to "GO" or after the spells duration, the target resumes its initial motion. For example, cast upon a falling chest, would stop the chest in mid-air. 
Upon the second command, the chest would resume falling, even if someone had climbed on top of it. If cast at an ork on a horse, for example, the wizard must specify 
mount or rider. If cast at the mount, the rider would continue in his original direction, just without his mount. Cast on the rider, he would stay hanging in the air, as his 
mount gallops away. 

NOTE: Physical force is insufficient to move objects of the Inertia spell, so they could be used as anchors for ropes, etc. The wizard must be able to see a majority of 
the object before the spell will have an affect upon it. 
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SPELL DESCRIPTION 


Designed by an old elf in exchange for a Troubadour's beautiful song for his wife Personal Magnetism effectively 
strengthens the non-conscious elements that attract members of the opposite sex, such as natural body odors, posture 
and body language. Cast successfully the target of the spell receives a bonus of +3 Steps in attempts to seduce (see 
Seduction skill p.132, ED) or otherwise positively affect the opposite sex of the same race. 
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SPELL DESCRIPTION 


This spell is known to both Nethermancers and Wizards. A fairly simple spell with few differences between the two 
variations, it allows a magician to know whether a woman is pregnant. When weaving the thread the caster must touch 
the stomach of the target. The mother may choose to lower her Spell Defense voluntarily. Because Nethermancers 
merely touch the spirit of the unborn Namegiver it is slightly easier for them to learn the spell; Wizards are more scientific 
in their approach and divine the truth through analysis of the mother’s Pattern. 
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This spell allows Wiizards to enhance the range of their Astral Sight. For the cost of 1 strain (per round), Wizards may also look 
through walls for astral signatures. Otherwise this spell works similar to Improved Astral Sight in the Codex Arcanum. 
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This spell duplicates the effects of Dispel Magic. During the duration of the spell, the caster may take an action to attempt a Dispel 
Magic at the effect step against anything within 60 yards. This spell is particularly effective when combatting other spellcasters, or 
dispelling multiple things. For the entire duration of the spell, a very faint humming noise emanates from the caster. 
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Blood Punishment was created to hurt those who use extensive amounts of blood magic. The wizard glares sternly at the target while 
casting this spell. When the spell is cast, the target immediately feels a horrible pain centered around any blood charms, runic scars, 
or other sources of blood magic. For the duration of the spell, the target operates as if he had a number of Wounds equal to the 
number of points of blood magic he possesses. 
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SPELL DESCRIPTION 


Blood Punishment can be canceled in a few ways. If the blood magic is removed (pulling off a blood charm, for instance), the pain 
stops immediately. In addition, a Willpower Test against the result of the Effect Test will end the spell. Blood Punishment is 
particularly effective on blood elves. A blood elf's Toughness step counts as an equal number of points of Blood Magic for these 
purposes (i.e. their Recovery step, from the Recovery Test they lose from the Ritual of the Thorns). 
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When the Compulsion of Pure Reason is directed out toward intelligent targets, will cause them be immediately dominated by the force of logic. 
Targets must be truly intelligent and must have thought patterns which run along roughly name-giver lines (so it will not affect dolphins or apes)! 
Friendly targets may lower their Spell Defense to assist in the Spellcasting Test. Hostile targets with any bonuses to their Perception will work 
against them (in effect, their Perception does not help them against the reasoning, it helps the victim to see the logic as Pure Reason), acting as a 
penalty rather than a bonus in this case. The spellcaster adds the victim's Perception bonus to his Spellcasting Test. 

The magic of the spell is such that it calms all emotion, causing a crystal-clear rationality to take hold of the target's mind. Berserkers will have their 
rage stopped in mid-hack, and spells such as Death's Head will have no effect. It causes the creatures affected to be temporarily emotionless. 

The logic will last until it is disrupted by the target succumbing to strong emotions. Each time something happens which would normally evoke a 
strong emotional response in the target, they must make a Perception Test (with any bonuses acting as a penalty) against the Effect Dice of the 
Pure Reason. A failed test will cause the 
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This spell can prove a very potent one when cast by a competent wizard. The Wizard raises his hand in the air, grasping a 
small piece of metal and the brings his hand down as though he were striking something. The metal then grows and 
becomes a weapon of the casters choice. The damage step of the weapon is equal to the wizards Willforce Rank (not 
Talent Step). 
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SPELL DESCRIPTION 


Raises the target's dexterity step by 3. Movement is not increased with this spell. All abilities based on dexterity are also 
increased. 
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While weaving the threads to this spell the wizard must crush a small glass decagon between his clasped hands. When Eldritch Decagon is cast, the 
wizard sets up a brilliant array of pale blue dancing motes of light which forms a decagon between both hands. The spell draws power directly from the 
winds of astral space. The wizard makes a Spellcasting Test and the target's Spell Defense. If the test succeeds, the wizard may fire a 1-foot wide beam 
of concentrated astral energy at her target. The result of the Effect Dice roll is equal to the amount of damage the beam will inflict. These beams may be 
unleashed from the decagon: 

* Eldritch energy: affects only organic material. 

* Pyramid energy: inflicts piercing or impaling damage. 

* Planar energy: inflicts edged or slicing damage. 

* Spherical energy: inflicts blunt or crushing damage. 

* Cubical energy: an ultrasonic blast which affects objects vulnerable to vibration damage, such as crystal, glass, stone, etc. 

The wizard must concentrate to maintain the Eldritch Decagon, thus any successful attack against him may negate the spell. 
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The Wizard must first achieve an excellent or better sucsess against the targets spell defense using any of the Astral sight talents, 
spells, or abilities. Once he has done that to locate the targets matrices, he need to make a spellcasting test against the caster spell 
defense and get a good result or better. The wizard then places a very little trap on the matrix of the target(talent or object). 
Whenever the owner attempt to use a trapped matrix, the trap inflicts damage equal to the effect test on the owner. There are several 
ways to remove a Matrix trap. Waiting for the duration to expire, having the caster remove it, casting a dispel magic against it, or 
burning it off by casting spells from it. To perform the latter the owner must cast as many spells out of it equal to the rank of the 
matrix. Every time the owner reattunes his matrix she gains a chance to detect it. If performing a fifteen minute reattunement a 
perception test vs a 21 will find the trap. If Reattuning on the fly the owner need only make a perception test against a 10 to detect the 
trap. 
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SPELL DESCRIPTION 


Raw Karma Production allows the target to consume a portion of his own pattern to produce extra karma points at a great cost. Each 
round of the spell's duration, the target may choose to produce from 0-2 points of raw Karma. Each of these points must be spent 
during that round or they are lost. Because of the pure nature of their energy, these points may be spent on any Test, even in 
conjunction with other Karma points. Both raw points can even be spent on the same test. 

This power does not come without a cost. Each raw Karma point produced causes an automatic Wound to the target at the end of the 
round. This Wound does no damage, but can provoke a Knockdown and accumulate for penalties. The Wound is caused as the 
target's pattern is burned away (much like the Aura Strike spell). 
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SPELL DESCRIPTION 


The Shrink spell works exactly same way as the Giant Size spell but it shrinks the target instead. If Spellcasting Test 
succeeds, the subject shrinks to half his or her normal size and deducts -5 from his Strength and Toughness for the 
duration of the spell (down to the minimum of 1). As the Target's Toughness decreases, so does his Wound Threshold, 
Death and Unconsciousness Ratings. The target's clothing and armor also change size, but other equipment doesn't 
change size. Wizards may prolong the effect with the same duration for the cost of 1 strain each time the duration ends. (It 
also costs an action to extend the spell). A side effect of this spell is that the target's Physical Defense increases by 2 for 
the duration of the spell. A target may be the target of this spell several times! 
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SPELL DESCRIPTION 


This spell allows a Wizard to cause a limited portion of the target's body to stretch up to a maximum number of yards 
equal to the Wizard's rank in Spellcasting. While casting the spell the Wizard stretches putty, clay or some similar object. 
If cast successfully the portion of the body (or object) touched extends up to a maximum equal to the Wizard's rank in 
Spellcasting. 

If cast upon an object the Wizard determines the length of the object in advance and no change is possible before the end 
of the spell. If cast upon a Namegiver or other living creature, the target may increase or decrease the length of the 
extremity by simply willing it to happen. This change occurs at the rate of one yard per round. The change lasts only for 
the duration of the spell at which time the object (or individual) returns to normal. 
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SPELL DESCRIPTION 


This spell was developed by the Wizard Armon to enhance his archer friends’ ability with missile weapons. The target sees 
three dots moving slowly around his field of vision. When the target raises his weapon, the dots ‘focus’ on the point at which the 
weapon is pointing. 
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These runes can be placed on any surface which allows the caster to write or etch runes into it. It is often used by wizards to ward their spellbooks against unwanted 
readers. 

To place the runes the mage has to prepare a special ink from sulphur and guano as well as normal ink (of good quality), the next step is to either write down the spell or first 
etch it into the surface and fill the etching with the ink. Once this is done the mage makes a spellcasting test against the objects spell defense (Spell Books have the natural 
SD of their owner which may not be lowered). If successfull the caster has placed the runes on the object, although these rules are (and have to be) visible. 

If someone other than the caster uses the Read and Write Magic Talent (not the skill) against the runes and overcomes a difficulty number of 5, the spell activates causing a 
small but concentrated explosion in a 1 yard radius which may be resisted by mystic armor. The object itself is NOT harmed in the explosion. The spell has the secondary 
effect of blinding the reader for 3 days or permanently if the spell damage test achieves an excellent success level when compared to the subjects wound threshold after 
mystic armor is applied. At the GM's option the spell may also cause severe facial scarring and reduce the charisma attribute. 

Note that there is no success test necessary for the spell to take effect once the runes are placed. 

This spell may be identified from the astral by beating a difficulty number of 14 in any sensing test. (astral sense, thread sight, etc.) 


SPELL DESCRIPTION 


EARTAHDAWN » SPELLCARDS 


http://earthdawn.dragonpaw.org/nexus/wizard_spells.html#Explosive_Runes PAGE RETRENC 


Earthdawn is a Regmtered Trademark of FASA Corporaton. Original Eacthazwn maternal © 1903-2000 by FASA Corporation, RedBinck Limited Used withovt pemnmsion Any use of Copprighted maternal or trademarks in the tie whould 
fot be viewed 36 3. to those or badeenachs 


EARTAHDAWN = =SPELLCARDS 


ELEMENTAL ATTINITY 


@) 
Oxs\>@) 


DISCIPLINE Wizard SPELL CIRCLE 


SPELL NAME f a \ 
[Grammar Blast Ue, 


WEAVING 
CASTING | Target's Spell Defense (“) (#) 
THREADS 2 
(44) purarien [2 Rank Days bey rear errect ©) 
REATTUNING 
B ; oi Tiusion C) 
wovitn 00° RANGE | 30 Yards Fas arg 
‘© ea 
trrtct 


Willforce +2 


This spell is prepared in the same way and functions almost exactly like the Grammar Bolt version. However, this affects 
all those within a 20 yard radius of where the spell is cast 
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Modify Attitude one level 


SPELL DESCRIPTION 


The Persuasion spell allows the caster to modify the target's attitude towards another person by one step up or down. e.g. from 
Neutral to Friendly, or Loyal to friendly. If the target is an enemy of the other person, or awe-struck by them, then their attitude 
cannot by modified. (see ED p.240). Multiple castings are possible. 
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SPELL DESCRIPTION 


Skywrite allows the wizard to write messages in the sky, with just the wave of a finger. The messages are written in 
glowing smoke, and are visible at night or by day (wizard's choice of color). The wizard may write a number of words up to 
his Spellcasting rank, with a duration of one hour per circle (half if within extreme winds). All writing must be contained 
within a volume of a few cubic miles, centred on the caster. No matter how bad the wizard's handwriting may be the 
Skywriting will be visible and legible at around 50 miles. 
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SPELL DESCRIPTION 


When this spell is cast upon another spellcaster, the next spell he casts will have the opposite effect as intended 
(sometimes with disastrous effects): 

-Damage spells would heal 

-Elemental spells trigger the opposing element (fire becomes ice, etc.) 

-A fly spell would cause someone to fall 

-Bonuses become penalties 

-Light becomes dark 

-Bad weather becomes nice sunshine and so on. 
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SPELL DESCRIPTION 


The detect lies spell allows the wizard to determine if a person is lying, it does not allow detection of falsehoods which the target 
believes to be true. On a result of ones on the Spelicasting test, if the target is lying, the wizard believes it to be true and vice 
versa. 

This spell can be cast on only one target at a time. 
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SPELL DESCRIPTION 


Freeze Actions allows a Wizard to temporarily freeze the actions of an opponent. To cast the spell the magician must 
scream "stop!" or something similar as he casts the spell. If successful the spellcaster may target a number of individuals 
equal to his rank in the Spellcasting Talent. A frozen character literally cannot move, even to change positions; he will 
remain in whatever pose he was in when the spell was cast. 

A successful Willpower test against the Spellcaster's Spell Defense allows an affected character to break the spell early. 
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The Wizard uses his understanding of magic, through this ritual spell, to extend the range of a spell. While casting this spell, the wizard pulls on a piece of cloth or 
rope as if trying to stretch it. Each thread takes 5 minutes to thread. The difficulty number for the spellcasting and effect tests is equal to the dispel difficulty of the 
spell intended to be affected by the Further spell. The wizard makes a spellcasting test and if successful, rolls an effect test. Record the success level of the effect 
test. The Further spell will only affect the next spell cast by the wizard if cast within the duration of the Further spell. The affected spell's range is modified by a 
factor that depends on the effect test's success level. For an average success modify the range by a factor of x1.5, a good success by a x2 factor, an excellent by a 
x3 factor and an extraordinary a x4 factor. On the event that the effect test turns up all 1s, the factor is x0.5 but the wizard thinks he has achieved a good success 
(ie., a x2 factor). Thus encountering all the nasty side effect a game master may find appropriate for that situation (most of the time, the spell will simply have no 
effect since the target ends up out of range). If the next spell the wizard casts is not the intended spell, it will only be affected by the Further spell if it's dispel 
difficulty is SMALLER than the intended spell's dispel difficulty. The Further only affects one spell, then the wizard must go through the ritual again to affect another 
spell. 
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The Mind Blast spell attacks a target through sheer force of will (similar to Mind Dagger). While weaving the additional spell thread(s) the magician mimic 
with the hand as if forming a ball. The ball increases in size equal to the number of weaved thread(s) the magician OWN chooses before casting the spell. 
First Thread: Willpower + 5. 

Second Thread: Willpower +11. 

Third Thread: Willpower +19 but suffer 5 strains and must make a successful toughness test against the Difficulty Number higher then the suffered strain 
number or the magician risk of loosing all the threads include the penalty of suffer 1 wound. In this state of weaving the Third Thread the magician begins 
to bleed from his eyes, ears & nose. The magician can not be disturbed, do any movement or get any damage during this round or else the magician will 
loose all the additional weaved threads. 

After weaving the spell thread(s) the magician acts like as if throwing a ball, then makes a Spellcasting test against the target's Spell Defense. If the test 
succeeds, the magician makes an Effect Test to determine how much damage is inflicted on the target. Mystic Armor protect against this damage. 


SPELL DESCRIPTION 
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Hear through Ears of Target 


SPELL DESCRIPTION 


This spell enables the caster to hear everything that the target of the spell hears, this does not grant the caster any control over 
what the target says, or hears. For the duration of the spell, the caster loses the ability to hear sounds around them. 
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SPELL DESCRIPTION 


This spell enables the caster to see everything that the target sees, and only what the target sees, the caster has no control 
over the targets actions. This spell does not grant any other sensory input. For the duration of the spell, the caster loses the 
ability to see anything happening around him. 
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+3 To Mystic Armor 


SPELL DESCRIPTION 


This spell enables a magician to strengthen the Mystic Armor of a target by weaving threads in to the target's Pattern. 
When casting this spell the magician pats the target down as though searching him for hidden weapons. The target of this 
spell may not lower his Spell Defense voluntarily. This spell increases the target’s Mystic Armor rating by +3 for the 
duration of the spell. 
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Compels target to tell truth 


SPELL DESCRIPTION 


This spell must be cast on one target. It compels the target to tell the truth only to the caster. The Wizard may ask one question 
per round, and the target must answer truthfully. The spell does not force the target to speak, he may choose not to answer the 
question. 
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lronskin melds the target's physical body with a form of elemental metal, strengthening it considerably. If the spellcasting 
test is successful, the caster rolls the effect dice. The result of the effect dice becomes the target's natural armor rating. In 
addition, the caster's Willforce rank is added to the target's wound threshold. The target reflects the effects of the spell in 
his physical appearance, which takes on a dark, metallic look. Also, the target's weight effectively doubles and he loses all 
buoyancy (as the spell in no way bolsters the target's respiratory processes, casting this on an ally while afloat could be a 
remarkably bad idea). 
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The wizard rubs his hands quickly over the target of this spell. When it is complete the spell pushes the target and his possesions out of Phase. The target then 
takes on the appearance of one who is slightly transparent. It is now impossible to affect the target with mundane spells, talents, or weapons. To others it appears 
as though the weapons and spells simply pass through the caster. Weapons that can attack astral space, or have some dimensional abilities will affect the target, 
but the damage test is reduced to the weapons step. Talents such as Spirit Strike can affect the target as normal. Against social defense or spell defense talents 
(Anticipate Blow, Taunt, Mind Wave etc..) the target gains a bonus to his defense equal to half his rank in spellcasting. While under the influence of this spell the 
caster takes one point of strain a round from the difficulty of remaining in this transient state. The target may take any action under the affect of this spell that does 
not affect outside parties(Drinking potions, casting spells on self, talents that affect only the target, fleeing..). The target may also pass through any non-magical 
barrier, and certain magical ones at the GMs discretion. If the target is inside a barrier when the spell expires he dies instantly, unless under special circumstances. 
If the target was under any influences going into the phased state he retains that influence inside(Taunt, drunk, Pained). When returning from the Phase variance 
the target faces one more hurdle, he will suffer from an astral backlash equal to one point of damage per round inside the phased state, nothing can prevent this 
damage. 
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SPELL DESCRIPTION 


Creates a Wisp as per "Creatures of Barsaive" p102, which will obey the orders it was given by its creator, and any others named at 
its creation. 

With 1 thread woven as part of the spell, it sheds light as per the Wisps description. For each additional thread woven, the caster can 
give the Wisp the ability to cast an additional spell that he has in a matrix at the time, using its spellcasting for any threadweaving etc 
tests. 

This is a ritual spell which requires the leaves of a bioluminescent underwater plant found in the Mist Swamps. 

Many magicians became quite attached to their Wisps, and many summoned the same ones over and over or created Named Wisps 
by making the spells permanent. Unfortunatly it was these Wisps that suffered most when they were abandoned during the scourge.. 


http://www.kript.net/earthdawn/Wisp.html PAGE REFERENCE 


Earthdawn is a Regutered Trademark cf FASA Corporation. Origins! Eathazan mater! © 1963-2000 by FASA Corporation, Rediinck Limited Used without pemnmsion Any use of Copprighted maternal or trademarks in the tie should 
ot be viewed 6 a. to those or badeenachs. 


q 


EARTAHDAWN > = SPELLCARDS 


CLEMENTAL APPINITY 


DISCIPLINE Wizard 


SPELL NAME 


[Karmic Debt 


WEAVING 


CASTING | \} 11(0) 


THREADS > 
key rear errect ©) 


(7 0) puratien [22 Rank Rounds 

0. ~ ReATTUNING 

0 at 

(e) ILLUSION 

OC RANGE |= Touch O 


WoeVvtN OOO sefseve — pesseute 
trrecT O O 


See Below 


This spell grants a Wizard the ability to borrow a willing target's Karma and Karma Step. The target must be present and willing, and the maximum Karma that may be transferred to the Wizard is 
equal to the Wizard's rank in Karma Ritual. Each thread takes an entire hour to weave during which time both participants engage in contemplation on the gift of Karma being donated. 

When the ritual is complete the Wizard touches the Namegiver donating the Karma and makes a Spelicasting Test, accepting strain equal to the number of Karma he is borrowing. This strain will 
never cause a wound, and cannot be healed until the Wizard has returned the Karma borrowed by the ritual 

The Wizard must return the borrowed Karma by completing a Karma Ritual, dedicating all of the Karma earned or as much as was borrowed, whichever is less. After this has been accomplished 
the Wizard can heal the Strain accumulated during the casting of this spell. If the Wizard chooses not to return the Karma during his next Karma Ritual he suffers the ill effects described below. 
The Karma borrowed will have a Karma Step equal to the donor’s Karma Step rather than the Wizard's and should be kept track of apart from the Wizard's normal Karma. If the next Karma Ritual 
is not spent returning the borrowed Karma the Wizard suffers Karmic Sickness. A Wizard suffering from Karmic Sickness must roll D6 when he uses his own Karma. A success means that 
nothing happens; a failure means two Karma have been spent rather than one. If the character does not have two Karma points to spend, the Karma is lost with no benefit. In addition, whenever 
the character uses the borrowed Karma a Poor result means that the Karma has seriously backfired and the Wizard takes damage equal to the Action Dice result rather than receiving a bonus to 
his Test. 

If the Wizard does not return the Karma within a year and a day, he can never heal the strain accumulated while casting the spell. Additionally small blotches cover his body to mark him as an 
Oath Breaker. 

The Karma borrowed by this spell remains with the Wizard until he spends it, loses it or dies 
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SPELL DESCRIPTION 


The spell slowers the targets time the next combat round, halves the time speed by 2 for each thread the wizards spend to 
weave the spell, this give the target the following benefits: 

-Number of actions equal to number of threads woven. 

-New movement is equal to old movement times number of threads woven. 

-Dex based skills and talents rise with number of threads woven. 

-New Initiative step equals to the old initiative step times number of threads woven. 

-Physical Defense equal to the old Physical Defense times number of threads woven. 

-The round after the spell effect the target takes strain equal to the number of threads woven and 1 wound for each action 
above 4. Number of Threads woven, only one thread may be woven for each round. 
http://www.edpt.org/index.php?name=Encyclopedia&op=content&tid=415 
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SPELL DESCRIPTION 


This spell causes time to reverse for a number of seconds equal to the casters effect test. 
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Willforce +6 


Grammar Storm is similar to the lower-circle spells Grammar Bolt and Grammar Blast. This spell is much more potent. 
Since it requires a large expenditure of energy and time to enchant every intelligent creature in such a wide radius, the 
magic strikes the casting wizard speechless for 1d4 days immediately following the casting of this spell. ( A wise mage will 
make escape plans that do not involve speaking!) It requires 1 hour to weave each thread to power this spell. Once the 
Spellcasting is successful, every sentient being within the 1/4 mile radius may roll a Willpower Test to not succumb to the 
maniacal grammatical compulsions of the Grammar Storm spell. 

The Gamemaster may wish to declare that a certain percentage of the population of the area is so affected, rather than roll 
dozens (or more) Willpower Test. 
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SPELL DESCRIPTION 


This is a spell that the Horror Nametaker created with which to steal Namegiver identities. To use the spell the Wizard ties 
a number of threads equal to the target's Perception Step, at a rate of one per day. Once this has been completed the 
spell may be cast against a target number equal to the target’s Spell Defense. If successful the target loses 1 step from 
this attribute permanently. To fully unNamed a victim the spell must be cast a number of times equal to the target’s 
Perception Step. When the victim’s Perception Step reaches 0 he goes insane and dies shortly thereafter, typically 
melting away over the course of a few days. This process is extremely painful for the victim and terrible to behold. 

The Wizard must have a major Pattern item of the victim in order to cast this spell. 
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This spell allows a Wizard to make a complete doppelganger of another Namegiver, even up to an including the Namegiver's True Pattern. To cast the Wizard must have a 
blood broth capable of holding the Namegiver being cloned in his entirety. In addition magician must have a single drop of blood from the target to place in the broth so that 
the True Pattern of the target may be "stolen," even if only temporarily. Finally the spell requires the caster to accept 1 wound for the blood magic that makes this spell 
possible. This wound cannot be healed until the spell's duration expires, even if the clone itself has been destroyed before it ends. 

Each thread for this spell requires 1 day to weave. During this twelve day ritual the Wizard may do nothing more than sleep, eat and prepare the spell. The weaving process 
takes sixteen hours of the day, leaving eight hours for rest and eating. Each day the Wizard suffers 2 points of Strain that can be healed as normal. The Spellcasting 
Difficulty for this test is equal to double the Spell Defense of the target being cloned. 

The doppelganger created by this spell is an exact replica of the target. It has the same skills, attributes and Talents as the original. Those attempting to sense the 
difference between the two roll against the copy’s Spell Defense. The doppelganger will not necessarily act or react in the same way the target would in a particular 
situation. Unless the Wizard tells the doppelganger the truth it will believe it is the original rather than a copy. 

This spell was created by House Denairastas to aid their Holders of the Trust, and only members of the Holders of the Trust have access to it 
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